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ZANDAR—THE WIZARD 



Topic: 

Hypothesis-testing 

Reading 

Level: 

3.0 (Spache) 

Grade 

Level: 

4th - 8th 

Ave 

Level: 

9-15 


Materials : 

Teacher's Guide 
2 diskettes 

Zandar - The Wizard (Level 1) 
Zandar - The Jr. Wizard (Level 2) 


To the Teacher: 


This program focuses on encouraging the learner to 
explore and develop hypothesis-testing strategies. The 
computer simulation requires the student to attend to 
three features - direction, shape, and pattern. Each of 
the features has two options: 

Direction — left and right 

Shape — A 

Pattern — ——— 











The student must form a hypothesis as to which of these 
six "clues" is the "secret clue," and then test that 
hypothesis by interacting with the microcomputer. 

In Zandar - The Wizard (Level 1), the student is 
guided through the use of the particular hypothesis¬ 
testing strategy, and in Zandar - The Jr. Wizard (Level 
2), the student is free to apply the learned strategy 
without formal guidance. 


Goal: 


The purpose of the program is to encourage students to 
learn a particular strategy of the hypothesis-testing 
process and make appropriate decisions based on the 
information gained from testing alternatives. 


Zandar - The Wizard (Level 1) 


Objective : 

The student will gather information, form hypotheses 
on which option appears best, test his/her hypotheses, and 
be guided in altering each hypothesis as needed based on 
the successive receipt of new information. 


Program Synopsis: 

The clues are presented so that after a first 
decision-point, the student will be able to eliminate 
three of the six clues. After the second decision point, 
the student will be able to eliminate one more clue. Then 
after the third decision-point, the student will oe able 
to eliminate another clue and determine that the one 
remaining clue is the "secret clue." The following is an 
example of the process: 










First decision point 



Assume that the "secret clue" is really 



If 


the student chooses A, he/she will be shown that this 
does not contain the "secret clue." However, he/she can 
still eliminate the three clues contained in A - 


Left, 



that the "secret clue" 


He/she is now able to determine 


is either Right, 




Second decision-point 





A 


If the student again chooses A, he/she will be shown 
that this time A does contain the "secret clue." Now 
he/she can eliminate one more clue - Right. He/She is 

able to determine that either 

"secret clue." 















Third decision-point 


▲ 

A B 


If the student chooses B, he/she will be shown that B 
does not contain the "secret clue." He/she can now 
eliminate * Only one possible clue remains now 

. The student should be able to determine that 
is the "secret clue." 

The student is then given one more decision-point so 
that he/she can confirm the hypothesis. 




o 

During the actual program Zandar has the student mark 
off the eliminated clues in the following manner: 



In this way the student will be guided in the use of 
this particular strategy elimination of alternatives 
during the hypothesis-testing process. 

















After discovering the "secret clue" for the first 
round, the student earns wizard's robe. Zandar then 
directs the student through another round with a different 
__ "secret clue" to discover. Upon the completion of the 
second round, the student earns a wizard's cap. 

Similarly, the student is directed through a third round 
to earn a wizard's wand. Now the student is a Jr. Wizard 
and ready to try his/her skill on Zandar - The Jr. Wizard 
(Level 2). 


Zandar - The Jr, Wizard (Level 2) 


Objective : 

The student will gather information, form hypotheses 
on which option appears best, test his/her hypotheses, and 
alter each hypothesis as needed based on the successive 
receipt of new information. 


Program Synopsis: 

Zandar - The Jr. Wizard (Level 2 ) is presented in a 
stimulating arcade game format. The Jr. Wizard who won 
the robe, cap and wand in Zandar - The Wizard (Level 1 ) is 
in the magic room again. In this game, Jr. Wizard must 
apply the strategies learned in Zandar - The Wizard (Level 

H. 

Zandar - The Jr. Wizard (Level 2) has three parts. If 
the viewer successfully completes Part 1, he/she will 
automatically go to Part 2. If he/she successfully 
completes Part 2, he/she automatically goes to Part 3. 













Zandar - The Jr. Wizard (Part 1) 


Jr. Wizard stands between 2 doors, marked A and B. 

The six clues appear within the symbols above the doors. 
The viewer must determine which symbol contains the 
"secret clue" and select door A or B. That door will open 
and the viewer will receive feedback from the 
microcomputer in the form of either: 

a. a correct choice — the symbol above the door will 
flash, Zandar will appear in the doorway, and 
points will appear on the screen (10 for each 
correct choice); 

OR 

b. an incorrect choice — a monster will attack from 
the open doorway, and after Jr. Wizard zaps the 
monster, one section of the wand will disappear. 

The round for selecting the "secret clue" will end when 
the viewer has: 

a. lost all four (4) sections of the wand, or 

b. accumulated 50 points and indicated to the 
microcomputer what the "secret clue" is. 

When the round ends, the viewer may choose to play again. 
If he/she has: 

a. lost the 4 sections of the wand and does not have 
50 points, he/she will be recycled to a new set of 
doors in Part 1 — any points that were 
accumulated are lost; 

OR 


w 








b. accumulated 50 points, but does not correctly 
indicate what the "secret clue" is, he/she will be 
recycled to a new set of doors in Part 1 — any 
points that were accumulated are lost; 

OR 

c. accumulated 50 points and indicated correctly what 
the "secret clue" is, he/she will advance to Part 

2 . 

When the student advances to Part 2, he/she keeps the 
score that was accumulated: 

A. 50 points for correct choices, 

plus 

B. 250 points for the "secret clue," 

plus 

C. 50 points for each section of the wand retained by 
Jr. Wizard 


Zandar - The Jr. Wizard (Part 2) 


In Part 2, Jr. Wizard will face a larger, faster 
moving monster, and the viewer will receive 20 points for 
each correct choice. In order to win a round of selecting 
the "secret clue," the viewer must accumulate 100 points 
and answer the "secret clue" question correctly. The 
"secret clue" is worth 500 points and each section of the 
wand is worth 100 points. 

P 








Zandar - The Jr. Wizard (Part 3) 


In Part 3, Jr. Wizard will face a different, larger 
monster and the viewer will receive 40 points for each 
correct choice. In order to win a round of selecting the 
"secret clue, the viewer must accumulate 200 points and 
answer the "secret clue" question correctly. The "secret 
clue" question is worth 1000 points and each section of 
the wand is worth 200 points. 


Worksheet Masters: 


The following Worksheet Master is to be duplicated for 
student use in conjunction with Zandar - The Wizard (Level 
1 ). ‘ 

During the program Zandar has the student mark off the 
clues on a chart. The worksheet provides the viewer with 
a chart on which he/she can mark these same clues. 

If the viewer would like this assistance, he/she can 
also use the chart for Zandar - The Jr, Wizard (Level 2). 


Computer Use 

1. The student will use only these keys: 

RETURN, <4- , 1, 2, 3, 4, 6, A, B, and SPACE 
BAR. 

2. The microcomputer will automatically respond when 
either A or B is pressed. 

3. When 1, 2, 3, 4, 3, or 6 is pressed, the 
microcomputer will not respond until the RETURN 
key is pressed. 

4. If the student makes a mistake when typing one of 

the numbers, 1-6, he/she can erase that number by 
pressing the key. 

5. Instructions to "PRESS SPACE BAR" are given on the 
display screen. 












Worksheet Master 
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